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This fan publication includes material based on the Dragon Warriors setting, 
as created by and copyright (c) Dave Morris and Oliver Johnson, 
and used according to the terms of the Serpent King Games Fan Policy. 
We are not permitted to charge you to use or access this content. 


This publication is not published, endorsed, or officially approved by Serpent King Games. 


For more information about Dragon Warriors products and 
Serpent King Games, please visit www.serpentking.com 
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Welcome to the village of Garric, starting p 


lace of the Maunderlak Saga. 


In this source pack you will find detailed information that will allow you to run games based 
in and around the village of Garric, whether as part of the Maunderlak Saga or your own 
adventures. 


A number of the maps used in this supplement were created by Heroic Maps and used here 


with their permission. 


Coat of arms of Earl Gresham of Corvallin Coat of arms of Redmount of Maunderlak 


The village of Garric is in the Barony of Maunderlak, in the Earldom of Gresham, in the 
Duchy of Hourla. 


The Lord of the Manor is Sir Reginald Grimm who holds the manor from Baron Redmount 
of Maunderlak Castle. 


Baron Redmount is currently a vassal of the Earl of Gresham, who in turn is a vassal of the 
Duke of Hourla. It is intended though that, in the near future, Maunderlak will become an 
independent Barony. 


The castle itself has been around for centuries but, for almost the last hundred years, the 
castle has lain in partial ruin after the last Baron Maunderlak was killed defending it. With 
no heirs, and no need to rebuild, the castle has been used for decades as little more than an 
overnight stop by patrols sent through the area by the Earl of Gresham to try to keep the 
levels of banditry under control. 


The current version of the castle, and in fact the current baronetcy, have only been in 
existence for around twenty years, ever since the King directed the Earl of Gresham to 
rebuild Maunderlak Castle. The Earl’s own overlord, the Duke of Hourla, is the King’s 
Chancellor and rarely spends any time outside Ongus although he is nominally in charge of 
the north. He has been keeping a close eye on the rebuilding process though, both for the 
king and for his own vassal. 


The original castle has been greatly expanded and its fortifications have been improved, but 
the greatest amount of regeneration was to the farm lands around the castle. 


Decades of neglect, poor security and the occasional raid from Thuland had left the area with 
many deserted villages and Garric, being situated on the main road between Maunderlak 
Castle and Lakstead, was a prime spot for rebuilding and repopulating. 


In fact once Maunderlak Castle is fully operational the Baron is charged with also 
maintaining a watchful eye over the areas of Lakstead and Overdale. Whilst not part of 
his domain this area is easier for the forces based at Maunderlak to patrol and as such an 
arrangement with the Earl of Gresham was made to free up some of the Earl’s forces and 
allow the Baron to maintain a larger force than he might otherwise do so. 


When the rebuilding of the castle and the lands surrounding it are complete Baron Redmount 
of Maunderlak will have his independence from Gresham and become a direct vassal of the 
King. This is an incentive to Redmount to get the job done quickly and to expend his own 
considerable wealth in doing it. The work is progressing well, yet much remains to be done 
and it is unlikely to be finished for several years. 


Garric, in its new form, is a relatively new settlement, and yet boasts a number of new 
buildings that supplement the older ones from before it was repopulated. It is growing into a 
prosperous rural community. 
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The village is protected by a dyke which is pierced by three openings, they are referred to 
as gates, but each is really just a pair of low towers with a beam spanning an opening. In the 
event of a true emergency these could be barricaded at need. 


Most residents of the village are freemen, as are quite a few of the farming families that farm 
the lands outside the dyke, though most are serfs. The village has extended slightly beyond 
the dyke along the main road to the east and west of the village and also to the southwest and 
northeast. In the southwest there is an area devoted to horse breeding and training and to the 
industries that goes with it. To the northeast, outside the dyke, are a number of small honey 
farms, and practical gardens. Many families keep a pig or two, and there is a smoke-house 
near the southern dyke. 


The main crops grown in the fields are wheat, rye and barley. Honey production led to the 
building of a brewery that specialises in the brewing of mead, and a pear orchard allows for 
the production of perry (pear cider). 


As a fairly large village, and the largest settlement for over ten miles in any direction, Garric 
has some characteristics of a small town, including a wider range of services than found in 
smaller villages. 


There is a small village guard (twelve men at arms who provide a presence at the gates), and 
all able bodied adults are expected to form a militia as needed to secure the lands and patrol 
the surrounding the area at the direction of the Lord of the Manor. In addition Sir Reginald 
has a group of personal retainers that he uses to provide extra patrols and to undertake duties 
that are outside of the scope of the village guard. For those who have not played or run the 
Maunderlak Saga adventures, these retainers are the player characters. 


For Sir Reginald’s manor we suggest using the Heroic Maps - Tower Builder: The Knight’s 
House map set. 


For Saint Heldegard’s church the Heroic Maps - Storeys: The Church of St Pixtus the Martyr 


map set. 


Most other locations in the village can be represented by the contents of the Heroic Maps - 
Discover: Villages - Interiors map set. 
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Key to the village of Garric 


1 Meadery - where mead is brewed by Cyneheard Lewine. Most is exported to Brymstone 
in the north, and to Port Clyster in the south, but some is provided to the local taverns and to 
the Manor House, people can also purchase some for their own private consumption. 


2 Herbalist - the herbalist, Becket Brownee, will gladly sell medicinal herbs as well as those 
that flavour cooking. 


3 Dairy - limited cattle farming supplies enough milk to allow cheesemaking by Egbert 
Elmire and his family. 


4 Healer - Dame Nellcott mostly works with animals, but will provide medical attention to 
people 1f needed. She used to do more before the Oblates of Saint Ashanax arrived five years 
ago. 


5 Baker - Presley Barnete mostly bakes bread, but can produce more fancy baked goods. 


6 Leatherworker and Cobbler - good quality leather goods and shoes are made and sold by 
Clifton Boothmane. 


7 Weaver and Tailor - Edgar Hayden can produce 
clothing from basic hard working clothes for 
farmers through to much finer work. 

8 Alehouse - this only serves ale and perry, 
nothing fancy, and mostly caters to the peasantry. 
The landlord, Harold Wellse, practices the tradition 
of stone soup as its only food offering. 

9 Manor House - the seat of the Manor, this 1s 
home to Sir Reginald Grimm and his retinue. 

10 Scholar - Home of Cynemzr Broadbente, the 
former tutor to the Lord of the Manor's family, 


now more or less retired, but still a person of 


learning with a small library. 


perry, this is the place where a person can get a bit more variety in their eating and drinking, 
such as venison stew or wild boar steaks. 


12 Bathhouse - Holden Radcliffe runs the baths which are open to men on Tyrsdae and 
Torsdae and Boldursdae morning, women on Syfsdae, Wotansdae, and Freyasdae and 
Boldursdae afternoon. Cold baths are free. 


13 Bowyer and Fletcher - Hildred Dextere creates long and short bows of decent quality 
along with a variety of arrows, for both hunting and war. 


14 Village Armoury - A well stocked armoury of basic weapons and armour, this is under 
the charge of Leigh Hollinse, leader of the village militia. 


15 Blacksmith - Harley Warricke produces quality metal work, both practical and ornate. 


16 Convent of Saint Ashanax - two Oblates (Sisters of Saint Ashanax), Rylee Badcocke and 
Lauren Hadene live here and provide healing as needed. The Oblates were formed in the land 
of the Crusades and have learned much that is new in medicine. 


17 General Merchant - Clayton Foxe and his family are recent arrivals in Garric and run 
this general store. 


18 Thatcher - Hedley Cliftone provides thatching in the village and surrounds. 


19 Ropemaker - Cenric Whittlee provides rope and thread of most sorts but does not make 
hawsers. 


20 Dykemaker and Ditchdigger - maintaining the dyke is very important to the village’s 
safety and that charge is taken up by Winfred Osbournee and his three sons, Beornreed, 
Kingsley, and Stuart. 


21 Moneylender - Aldway Clifforde cannot handle very large amounts, but can provide what 
is typically needed in a farming community such as a loan for a new cart or draught animal. 


22 Weaponsmith - Ainsley Hille will provide good quality weaponry but stocks nothing too 
ornate. The village militia is supplied by him. 


23 Lockup - where miscreants are held until dealt with. The lockup is run by the second in 
command of the militia, Elton Cookee. 


24 Undertaker and Gravedigger - Aiken Reids provides the services you’d expect. 


25 Scribe and Copyist - Lyndon Harleye is surprisingly busy for someone in a village but 
his services are frequently needed by a many of the businesses and by Sir Reginald. 


26 Candlemaker - wax is a byproduct of the honey farms and is put to good use here by 
Duarte Adaire. This building is a temporary one as the previous workshop burned down and 
is still to be rebuilt. 


27 Graveyard - the, metaphorical if not literal, dead centre of town. 


28 Brickmaker and Tiler - the brickpits themselves are south of the village towards the 
river and Aldway Hadawaye makes a limited range of tiles and bricks here. 


29 Cabinetmaker and Fine Carpentry - Osborn Cockburns makes very high quality 


woodwork — gets commissions from as far away as Port Clyster. 


30 Potter - /Eóelstan Alveye is a recent arrival from Cornumbria and makes mostly basic 
pottery — there are clay fields south of Garric. 


31 Laundry - those who prefer their clothes laundered bring them here to the widow 
Frideswide Thatchere and her daughter Hildred. 


32 Butcher - pork and poultry are the most common meats available but beef, venison, and 
wild boar are also available at certain times of the year. Edvin Wescotte is well known for his 
sausages. 


33 Hornworker - Dalton Brookee works with horn that is used for windows and lanterns — 
glass is expensive and there is no local glass-blower. 


34 Dameschool - The Lord of the Manor encourages the education of village children until 
at least the age of twelve. Some families from the surrounding farms also send their children 
to be educated by Dame 6 ۰ 


35 Inn and Tavern - Crawford Vancee is the landlord of The Earl's Right Arm and has a 
taproom serving ale, perry, and mead, and a small wine cellar. Also provides a common room 
for sleep and some private rooms. 


36 Saint Heldegard's Church - most of the village and surrounding community profess the 
True Faith and this place is very busy on Haligdae mornings. Other faiths are tolerated within 
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37 Cooper - Ælfstan Whittemoree is a cooper of great skill, in fact many people think he 
has a touch of the fey about him as his barrels are such fine work and command a premium 
price but are especially in demand for perry and mead. 


38 Lord’s Granary - the Lord’s share of the grain harvest is stored and maintained here by 
Edric Holmwoode and his ferrets which keep the rats under control. 


39 King’s Granary - the King’s share of the grain harvest is stored here — it is the main 
revenue the crown gains from the village and is maintained by Wynnstan Holmwoode, 
Edric’s brother. 


40 Presbytery - home of Father Mortlock, the village priest. A good and decent God-fearing 
man. 


41 Windmill - owned by the Lord of the Manor and currently run by Auden Osbournee the 
miller. 


42 Perry Mill - Harper Blakesleye’s family were one of the first families to arrive in the 
newly revived Garric and started up the mill and press where perry is made. 


43 Common Land 


44 Boarding House - known only as the Boarding House, this place is more genteel than the 
Inn. It is comfortable and has its own bathhouse. Mistress Maitaine Browne puts up with no 
rough customers. What most do not realise is that this rather prim and proper matron 15 also a 
retired adventurer and a 4th-rank Mystic. 


45 Market Square - There is a market each Wotansdae. 


46 Smoke-house - Hayden Botwrighte takes the newly butchered swine and, after brining 
the cuts of meat, smokes or salts them to produce ham and bacon. 


47 Pear Orchard - Aldway Cheshiree owns this orchard and lovingly tends the pear trees 
growing here. 


48 Horse Trader - Eardwulf Homewoode 

sells normal riding horses and pack animals 
here — warhorses are unlikely to be available. 

49 Saddler - Brandyn Baines is a fair 
leather-worker who makes the saddles and 

tack sold here. 

50 Cartwright and Carpentry - Harold Alveye 
primarily produces carts but will do basic 


carpentry. 


Sir Reginald Grimm 


Standing taller than the average man, Sir Reginald is a weather beaten sixty year old man 
who spent most of the last fifty years, first as a squire and then a knight, in the service of 
Baron Redmount of Maunderlak’s family. 


He spent many of those years with members of the baron’s family in the Principalities of the 
Crusades fighting for the Pontiff and the True Faith. 


After coming back he has been granted the stewardship of the village of Garric and the 
responsibility of coordinating the local border patrols. 


STRENGTH 14 ATTACK 20, Sword (d8, 4) 
REFLEXES 10 DEFENCE 13 
INTELLIGENCE 8 Armour Factor 5 (Plate) plus a shield 
PSYCHIC TALENT 6 
LOOKS 8 EVASION 5 

STEALTH 15 
Professional Skills: PERCEPTION 8 
Armour Expert (Dragon Warriors p26) MAGICAL DEFENCE 8 
Ride Warhorse (Dragon Warriors p26) Health Points 18 
Tireless (Players Guide p119) Movement: 10m (20m) 
Track (Dragon Warriors p63) 
True Grit (Players Guide p119) Rank-equivalent: 7th 
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Mistress Maitaine Browne 


Taller even than Sir Reginald, Mistress Maitaine is one of the tallest people in the village, but 
she is also very thin. She has a wiry strength though that even at forty six years of age has 


not diminished from her time adventuring. 


None of the village except Sir Reginald knows of her past exploits and she prefers to keep it 


that way. 


Her boarding house is a place of peace and quiet, no rowdy behaviour is accepted. 


ATTACK 14, Sword (d8+1, 5) 
DEFENCE 7 
Armour Factor 0 


EVASION 3 
STEALTH 15 
PERCEPTION 9 


MAGICAL ATTACK 17 
MAGICAL DEFENCE 8 
Health Points 12 
Movement: 10m (20m) 


Rank-equivalent: 4th 


She has a Sword +1 stored in her room at the 
boarding house. 


STRENGTH 13 
REFLEXES 10 
INTELLIGENCE 11 
PSYCHIC TALENT 10 
LOOKS 8 


Professional Skills: 


ESP - 17% (Dragon Warriors p34) 

Enchant Arms & Armour to +1 (40% failure) 
(Dragon Warriors p34) 

Premonition - 43% (Dragon Warriors p34) 
Spell Mastery (See Enchantment) (Dragon 
Warriors p33) 

Spellcasting (Mysticism) (Dragon Warriors 
p90) 


A Funny Thing Happened On The Way To Garric 


The Maunderlak Saga starts with the players already acting as retainers to Sir Reginald but 
how did they get there? This adventure is one option to bring a group of fresh characters into 
the employ of Sir Reginald and Baron Maunderlak. 


Our story starts with a group of weary travellers journeying east along the road from 
Lakstead. Has fate has thrown these adventurers together with the common intention of 
heading north to Brymstone, or south to Port Clyster, in search of adventure, fame and 
fortune? Or just a steady job that pays and a warm meal in a place where the rain does not 
come through the roof? 


Life is hard in northern Albion, not as hard as in Glissom say but hard enough that seeking 
fame and fortune as an adventurer is often seen as a way to escape the farm or the family 
business. Those that choose this life do so knowing that though hardships abound riches and 
position are available to those of noble heart and steadfast courage. Unfortunately a lot of 
those who start down this path get no further than preying upon weary travellers and descend 
into a life of banditry. 


The characters have been travelling for most of the day and as early evening arrives they 
hear the sounds of fighting from up ahead, round a bend of the road. As they close the 
distance the characters see a covered wagon ahead, the driver and his assistant are currently 
attempting to fight off four rough looking individuals armed with clubs. Before the characters 
can get closer one of the attackers lands a blow with his club and the older of the two drivers 
drops off the wagon into a boneless heap on the road. 


The characters have a 1 in 6 chance of surprising the 
bandits if they make a stealthy approach, that means 
no war cries or challenges. Otherwise treat the 
combat with the bandits as normal. Once despatched 
the remaining driver thanks the characters profusely 
and introduces himself as Sawyer Haige, his father, 
Egbert Haige lies dead on the road, killed by the 
bandits. 


If the characters enquire as to why he and his father 
were on the road Sawyer will tell the characters that 
they were returning from a trading trip to Lakstead. 
They work for Harper Blakesleye and had delivered a 
wagon full of perry to several inns in Lakstead and 
were bringing the empty barrels back to Garric when 
the bandits fell upon them. The noble thing to do 
would be to either bury Egbert here or to take the 
body back to Garric for burial. 


Bandits 


ATTACK 11 

Club (d3, 3) 
DEFENCE 5 

Armour Factor 0 
EVASION 3 
REFLEXES 6 
STEALTH 12 
PERCEPTION 4 
MAGICAL DEFENCE 3 
Health Points 5, 6, 7, 8 
Movement: 10m (20m) 
Rank-equivalent: 3rd 


The bandits are poorly 
dressed and have no treasure 
on them. 


If the characters decide to 
help return the body of Egbert 
to Garric then as they load 
the body onto the cart three 
figures ride out of the east, all 
are armed and armoured, the 
leader is an older man that 
calls upon the characters to 
halt and explain themselves. 


So long as the characters 

do not try to lie or attack, 

Sir Reginald, and his two 
militiamen, will accept their 
story, which will be backed up 
by Sawyer. 


He will tell the characters 

he is impressed with their 
courage and asks them to 
return to Garric with him as 
they have done him a service 
in removing the bandits from 
the road where they have 
attacked two other wagons in 
the last week and he would 
repay them with an offer to 
work for him patrolling the 
area to ensure similar events 
do not happen again. 


Maps used with permission from Heroic Maps 
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If you have enjoyed this scenario then please look out for other Dragon Warriors products 
produced by Red Ruin Publishing and available via DriveThruRPG. 


The Maunderlak Saga: Legendary Locations: 


The Fallen Monastery The Tower of Ulric The 
Sorcerer 
The Ruins of Trostenhal 


The Village of Garric 
The Icevalen Mine 
Ravenswall 


Return to Trostenhal 


Trostenhal Mine 


